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1. 

PROGRESSIVE GAME ELIGIBILITY AND 
WINNING 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

This application is a U.S. national stage of International 
Application No. PCT/US2007/015206, filed Jun. 29, 2007, 
which is related to and claims priority to U.S. Provisional 
Application No. 60/817,955, filed Jun. 30, 2006, each of 
which is incorporated herein its entirety. 

COPYRIGHT 

A portion of the disclosure of this patent document con 
tains material which is Subject to copyright protection. The 
copyright owner has no objection to the facsimile reproduc 
tion by anyone of the patent disclosure, as it appears in the 
Patent and Trademark Office patent files or records, but oth 
erwise reserves all copyright rights whatsoever. 

FIELD OF THE INVENTION 

The present invention relates generally to gaming 
machines, and methods for playing wagering games, and 
more particularly, to methods of becoming eligible for and 
winning progressive game jackpots. 

BACKGROUND OF THE INVENTION 

Gaming machines, such as slot machines, video poker 
machines and the like, have been a cornerstone of the gaming 
industry for several years. Generally, the popularity of such 
machines with players is dependent on the likelihood (or 
perceived likelihood) of winning money at the machine and 
the intrinsic entertainment value of the machine relative to 
other available gaming options. Where the available gaming 
options include a number of competing machines and the 
expectation of winning at each machine is roughly the same 
(or believed to be the same), players are likely to be attracted 
to the most entertaining and exciting machines. Shrewd 
operators consequently strive to employ the most entertaining 
and exciting machines, features, and enhancements available 
because Such machines attract frequent play and hence 
increase profitability to the operator. Therefore, there is a 
continuing need for gaming machine manufacturers to con 
tinuously develop new games and improved gaming enhance 
ments that will attract frequent play through enhanced enter 
tainment value to the player. 
One concept that has been Successfully employed to 

enhance the entertainment value of a game is the concept of a 
'secondary or "bonus' game that may be played in conjunc 
tion with a “base' game. The bonus game may comprise any 
type of game, either similar to or completely different from 
the base game, which is entered upon the occurrence of a 
selected event or outcome in the base game. Generally, bonus 
games provide a greater expectation of winning than the base 
game and may also be accompanied by more attractive or 
unusual video displays and/or audio. 

Another concept that has been employed is the use of a 
progressive jackpot. In the gaming industry, a “progressive' 
involves collecting coin-in data from participating gaming 
machines (e.g., slot machines), contributing a percentage of 
the coin-in to a jackpot amount, and awarding that jackpot 
amount to a player upon the occurrence of a certain jackpot 
won event. The percentage of the coin-in is typically deter 
mined prior to any result being achieved and is independent of 
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2 
any result. Ajackpot-won event typically occurs when a “pro 
gressive winning position' is achieved at a participating gam 
ing machine. If the gaming machine is a slot machine, a 
progressive winning position may, for example, correspond 
to alignment of progressive jackpot reel symbols along a 
certain payline. The initial progressive jackpot is a predeter 
mined minimum startup amount. That jackpot amount, how 
ever, progressively increases as players continue to play the 
gaming machine without winning the jackpot. Further, when 
several gaming machines are linked together Such that several 
players at several gaming machines compete for the same 
jackpot, the jackpot progressively increases at a much faster 
rate, leading to even greater player excitement. 

Because the progressive concept offers tremendous advan 
tages in player appeal and excitement relative to other known 
games, and because such progressives are attractive to both 
players and operators, there is a continuing need to develop 
gaming machines with new types of progressives having 
enhanced features to satisfy the demands of players and 
operators. 

SUMMARY OF THE INVENTION 

According to one aspect of the present invention, a gaming 
machine for conducting a wagering game comprises a wager 
input device for receiving a wager input from a player for 
playing a wagering game, and at least one display operable to 
display an outcome of the wagering game. The outcome is 
randomly selected from a plurality of outcomes, the plurality 
of outcomes including at least one progressive resetting out 
come for a progressive jackpot associated with the wagering 
game. In response to the randomly-selected outcome being 
the at least one progressive resetting outcome, the progressive 
jackpot is reset to an initial amount, the initial amount being 
different from an immediately previous initial amount. 

According to another aspect of the present invention, a 
gaming machine comprises a wager input device for receiv 
ing a wager input from a player for playing a wagering game, 
and at least one display operable to display an outcome of the 
wagering game. The outcome is randomly selected from a 
plurality of outcomes, the plurality of outcomes including at 
least one progressive winning outcome for a progressive jack 
pot associated with the wagering game. The at least one the 
display is operable to display the progressive jackpot, includ 
ing a progress of the progressive jackpot and an expected 
value marker, in a non-numerical manner. 

According to yet another aspect of the present invention, a 
gaming machine comprises a wager input device for receiv 
ing a wager input from a player for playing a wagering game, 
and at least one display operable to display an outcome of the 
wagering game. The outcome is randomly selected from a 
plurality of outcomes, the plurality of outcomes including at 
least one progressive changing outcome for a progressive 
jackpotasSociated with the wagering game. in response to the 
randomly-selected outcome being the at least one progressive 
changing outcome, the progressive jackpot changing from a 
first type of progressive jackpot to second type of progressive 
jackpot. 

According to still another aspect of the present invention, a 
gaming machine comprises a wager input device for receiv 
ing a wager input from a player for playing a wagering game, 
and at least one display operable to display an outcome of the 
wagering game. The outcome being randomly selected from 
a plurality of outcomes, the plurality of outcomes including at 
least one near-match outcome for a progressive event associ 
ated with the wagering game. In response to the randomly 
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selected outcome being the at least one near-match outcome, 
the player being awarded a portion of a total award available 
from the progressive event. 

According to yet another aspect of the present invention, a 
gaming machine comprises a wager input device for receiv 
ing a wager input from a player for playing a wagering game, 
and at least one display operable to display an outcome of the 
wagering game. The outcome is randomly selected from a 
plurality of outcomes, the plurality of outcomes including at 
least one progressive-eligibility outcome for a progressive 
jackpotasSociated with the wagering game. In response to the 
randomly-selected outcome being the at least one progres 
sive-eligibility outcome, the player becoming eligible for the 
progressive jackpot. 

According to still another aspect of the present invention, a 
gaming machine comprises a wager input device for receiv 
ing a wager input from a player for playing a wagering game, 
and at least one display operable to display an outcome of the 
wagering game and a standard pay table therefor. The out 
come is randomly selected from a plurality of outcomes, the 
plurality of outcomes including at least one progressive-eli 
gibility outcome for a progressive jackpot associated with the 
wagering game. In response to the randomly-selected out 
come being the at least one progressive-eligibility outcome, 
the at least one display displaying a progressive pay table for 
the progressive jackpot. 

Additional aspects of the invention will be apparent to 
those of ordinary skill in the art in view of the detailed 
description of various embodiments, which is made with 
reference to the drawings, a brief description of which is 
provided below. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1A is a perspective view of a free standing gaming 
machine embodying the present invention; 

FIG. 1B is a perspective view of a handheld gaming 
machine embodying the present invention; 

FIG. 2 is a block diagram of a control system suitable for 
operating the gaming machines of FIGS. 1A and 1B: 

FIG. 3 illustrates a hidden credit amount for a progressive 
jackpot according to embodiments of the invention; 

FIG. 4 illustrates sign-age for a progressive jackpot accord 
ing to embodiments of the invention; Strata 

FIG. 5 illustrates a combined progressive jackpot accord 
ing to embodiments of the invention; 

FIG. 6 illustrates an apportioned progressive jackpot 
according to embodiments of the invention; 

FIG. 7-12 illustrate aspects of eligibility and/or winning a 
progressive jackpot according to embodiments of the inven 
tion; and 

FIGS. 13 A-13C illustrate a pay table for a wagering game 
having a progressive jackpot according to embodiments of 
the invention. 

DETAILED DESCRIPTION 

While this invention is susceptible of embodiment in many 
differentforms, there is shown in the drawings and will herein 
be described in detail preferred embodiments of the invention 
with the understanding that the present disclosure is to be 
considered as an exemplification of the principles of the 
invention and is not intended to limit the broad aspect of the 
invention to the embodiments illustrated. 

Referring to FIG. 1A, a gaming machine 10 is used in 
gaming establishments such as casinos. With regard to the 
present invention, the gaming machine 10 may be any type of 
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4 
gaming machine and may have varying structures and meth 
ods of operation. For example, the gaming machine 10 may 
be an electromechanical gaming machine configured to play 
mechanical slots, or it may be an electronic gaming machine 
configured to play a video casino game. Such as blackjack, 
slots, keno, poker, blackjack, roulette, etc. 
The gaming machine 10 comprises a housing 12 and 

includes input devices, including a value input device 18 and 
a player input device 24. For output the gaming machine 10 
includes a primary display 14 for displaying information 
about the base wagering game. The primary display 14 can 
also display information about a bonus wagering game and a 
progressive wagering game. The gaming machine 10 may 
also include a secondary display 16 for displaying game 
events, game outcomes, and/or signage information. While 
these typical components found in the gaming machine 10 are 
described below, it should be understood that numerous other 
elements may exist and may be used in any number of com 
binations to create various forms of a gaming machine 10. 
The value input device 18 may be provided in many forms, 

individually or in combination, and is preferably located on 
the front of the housing 12. The value input device 18 receives 
currency and/or credits that are inserted by a player. The value 
input device 18 may include a coin acceptor 20 for receiving 
coin currency (see FIG. 1A). Alternatively, or in addition, the 
value input device 18 may include a bill acceptor 22 for 
receiving paper currency. Furthermore, the value input device 
18 may include a ticket reader, or barcode scanner, for reading 
information stored on a credit ticket, a card, or other tangible 
portable credit storage device. The credit ticket or card may 
also authorize access to a central account, which can transfer 
money to the gaming machine 10. 
The player input device 24 comprises a plurality of push 

buttons 26 on a button panel for operating the gaming 
machine 10. In addition, or alternatively, the player input 
device 24 may comprise a touch screen 28 mounted by adhe 
sive, tape, or the like over the primary display 14 and/or 
secondary display 16. The touchscreen 28 contains soft touch 
keys 30 denoted by graphics on the underlying primary dis 
play 14 and used to operate the gaming machine 10. The touch 
screen 28 provides players with an alternative method of 
input. A player enables a desired function either by touching 
the touch screen 28 at an appropriate touch key 30 or by 
pressing an appropriate push button 26 on the button panel. 
The touch keys 30 may be used to implement the same func 
tions as push buttons 26. Alternatively, the push buttons 26 
may provide inputs for one aspect of the operating the game, 
while the touch keys 30 may allow for input needed for 
another aspect of the game. 
The various components of the gaming machine 10 may be 

connected directly to, or contained within, the housing 12, as 
seen in FIG.1A, or may be located outboard of the housing 12 
and connected to the housing 12 via a variety of different 
wired or wireless connection methods. Thus, the gaming 
machine 10 comprises these components whether housed in 
the housing 12, or outboard of the housing 12 and connected 
remotely. 
The operation of the base wagering game is displayed to 

the player on the primary display 14. The primary display 14 
can also display the bonus game associated with the base 
wagering game. The primary display 14 may take the form of 
a cathode ray tube (CRT), a high resolution LCD, a plasma 
display, an LED, or any other type of display suitable for use 
in the gaming machine 10. As shown, the primary display 14 
includes the touch screen 28 overlaying the entire display (or 
a portion thereof) to allow players to make game-related 
selections. Alternatively, the primary display 14 of the gam 
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ing machine 10 may include a number of mechanical reels to 
display the outcome in visual association with at least one 
payline 32. In the illustrated embodiment, the gaming 
machine 10 is an “upright' version in which the primary 
display 14 is oriented vertically relative to the player. Alter 
natively, the gaming machine may be a 'slant-top' version in 
which the primary display 14 is slanted at about a thirty 
degree angle toward the player of the gaming machine 10. 
A player begins play of the base wagering game by making 

a wager via the value input device 18 of the gaming machine 
10. A player can select play by using the player input device 
24, via the buttons 26 or the touch screen keys 30. The base 
game consists of a plurality of symbols arranged in an array, 
and includes at least one payline 32 that indicates one or more 
outcomes of the base game. Such outcomes are randomly 
selected in response to the wagering input by the player. At 
least one of the plurality of randomly-selected outcomes may 
be a start-bonus outcome, which can include any variations of 
symbols or symbol combinations triggering a bonus game. 

In some embodiments, the gaming machine 10 may also 
include a player information reader 52 that allows for identi 
fication of a player by reading a card with information indi 
cating his or her true identity. The player information reader 
52 is shown in FIG. 1A as a card reader, but may take on many 
forms including a ticket reader, bar code scanner, RFID trans 
ceiver or computer readable storage medium interface. Cur 
rently, identification is generally used by casinos for reward 
ing certain players with complimentary services or special 
offers. For example, a player may be enrolled in the gaming 
establishment's loyalty club and may be awarded certain 
complimentary services as that player collects points in his or 
her player-tracking account. The player inserts his or her card 
into the player information reader 52, which allows the casi 
no's computers to register that player's wagering at the gam 
ing machine 10. The gaming machine 10 may use the second 
ary display 16 or other dedicated player-tracking display for 
providing the player with information about his or her 
account or other player-specific information. Also, in some 
embodiments, the information reader 52 may be used to 
restore game assets that the player achieved and saved during 
a previous game session. 

Depicted in FIG. 1B is a handheld or mobile gaming 
machine 110. Like the free standing gaming machine 10, the 
handheld gaming machine 110 is preferably an electronic 
gaming machine configured to play a video casino game Such 
as, but not limited to, blackjack, slots, keno, poker, blackjack, 
and roulette. The handheld gaming machine 110 comprises a 
housing or casing 112 and includes input devices, including a 
value input device 118 and a player input device 124. For 
output the handheld gaming machine 110 includes, but is not 
limited to, a primary display 114, a secondary display 116. 
one or more speakers 117, one or more player-accessible 
ports 119 (e.g., an audio outputjack for headphones, a video 
headset jack, etc.), and other conventional I/O devices and 
ports, which may or may not be player-accessible. In the 
embodiment depicted in FIG. 1B, the handheld gaming 
machine 110 comprises a secondary display 116 that is rotat 
able relative to the primary display 114. The optional second 
ary display 116 may be fixed, movable, and/or detachable/ 
attachable relative to the primary display 114. Either the 
primary display 114 and/or secondary display 116 may be 
configured to display any aspect of a non-wagering game, 
wagering game, secondary games, bonus games, progressive 
wagering games, group games, shared-experience games or 
events, game events, game outcomes, scrolling information, 
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6 
text messaging, emails, alerts or announcements, broadcast 
information, Subscription information, and handheld gaming 
machine status. 
The player-accessible value input device 118 may com 

prise, for example, a slot located on the front, side, or top of 
the casing 112 configured to receive credit from a stored 
value card (e.g., casino card, Smart card, debit card, credit 
card, etc.) inserted by a player. In another aspect, the player 
accessible value input device 118 may comprise a sensor 
(e.g., an RF sensor) configured to sense a signal (e.g., an RF 
signal) output by a transmitter (e.g., an RF transmitter) car 
ried by a player. The player-accessible value input device 118 
may also or alternatively include a ticket reader, or barcode 
scanner, for reading information stored on a credit ticket, a 
card, or other tangible portable creditor funds storage device. 
The credit ticket or card may also authorize access to a central 
account, which can transfer money to the handheld gaming 
machine 110. 

Still other player-accessible value input devices 118 may 
require the use of touch keys 130 on the touch-screen display 
(e.g., primary display 114 and/or secondary display 116) or 
player input devices 124. Upon entry of player identification 
information and, preferably, secondary authorization infor 
mation (e.g., a password, PIN number, stored value card 
number, predefined key sequences, etc.), the player may be 
permitted to access a player's account. As one potential 
optional security feature, the handheld gaming machine 110 
may be configured to permit a player to only access an 
account the player has specifically set up for the handheld 
gaming machine 110. Other conventional security features 
may also be utilized to, for example, prevent unauthorized 
access to a player's account, to minimize an impact of any 
unauthorized access to a player's account, or to prevent unau 
thorized access to any personal information or funds tempo 
rarily stored on the handheld gaming machine 110. 
The player-accessible value input device 118 may itself 

comprise or utilize a biometric player information reader 
which permits the player to access available funds on a play 
er's account, either alone or in combination with another of 
the aforementioned player-accessible value input devices 
118. In an embodiment wherein the player-accessible value 
input device 118 comprises a biometric player information 
reader, transactions such as an input of value to the handheld 
device, a transfer of value from one player account or source 
to an account associated with the handheld gaming machine 
110, or the execution of another transaction, for example, 
could all be authorized by a biometric reading, which could 
comprise a plurality of biometric readings, from the biometric 
device. 

Alternatively, to enhance Security, a transaction may be 
optionally enabled only by a two-step process in which a 
secondary Source confirms the identity indicated by a primary 
Source. For example, a player-accessible value input device 
118 comprising a biometric player information reader may 
require a confirmatory entry from another biometric player 
information reader 152, or from another source, such as a 
credit card, debit card, player ID card, fob key, PIN number, 
password, hotel room key, etc. Thus, a transaction may be 
enabled by, for example, a combination of the personal iden 
tification input (e.g., biometric input) with a secret PIN num 
ber, or a combination of a biometric input with a fob input, or 
a combination of a fob input with a PIN number, or a combi 
nation of a credit card input with a biometric input. Essen 
tially, any two independent sources of identity, one of which 
is secure or personal to the player (e.g., biometric readings, 
PIN number, password, etc.) could be utilized to provide 
enhanced security prior to the electronic transfer of any funds. 
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In another aspect, the value input device 118 may be provided 
remotely from the handheld gaming machine 110. 
The player input device 124 comprises a plurality of push 

buttons on a button panel for operating the handheld gaming 
machine 110. In addition, or alternatively, the player input 5 
device 124 may comprise a touch screen 128 mounted to a 
primary display 114 and/or secondary display 116. In one 
aspect, the touch screen 128 is matched to a display Screen 
having one or more selectable touch keys 130 selectable by a 
users touching of the associated area of the screen using a 10 
finger or a tool. Such as a stylus pointer. A player enables a 
desired function either by touching the touchscreen 128 at an 
appropriate touch key 130 or by pressing an appropriate push 
button 126 on the button panel. The touch keys 130 may be 
used to implement the same functions as push buttons 126. 15 
Alternatively, the push buttons may provide inputs for one 
aspect of the operating the game, while the touch keys 130 
may allow for input needed for another aspect of the game. 
The various components of the handheld gaming machine 
110 may be connected directly to, or contained within, the 20 
casing 112, as seen in FIG. 1B, or may be located outboard of 
the casing 112 and connected to the casing 112 via a variety of 
hardwired (tethered) or wireless connection methods. Thus, 
the handheld gaming machine 110 may comprise a single unit 
or a plurality of interconnected parts (e.g., wireless connec- 25 
tions) which may be arranged to Suit a player's preferences. 

The operation of the base wagering game on the handheld 
gaming machine 110 is displayed to the player on the primary 
display 114. The primary display 114 can also display the 
bonus game associated with the base wagering game. The 30 
primary display 114 preferably takes the form of a high reso 
lution LCD, a plasma display, an LED, or any other type of 
display Suitable for use in the handheld gaming machine 110. 
The size of the primary display 114 may vary from, for 
example, about a 2-3" display to a 15" or 17" display. In at 35 
least some aspects, the primary display 114 is a 7"-10" dis 
play. As the weight of and/or power requirements of Such 
displays decreases with improvements in technology, it is 
envisaged that the size of the primary display may be 
increased. Optionally, coatings or removable films or sheets 40 
may be applied to the display to provide desired characteris 
tics (e.g., anti-scratch, anti-glare, bacterially-resistant and 
anti-microbial films, etc.). In at least some embodiments, the 
primary display 114 and/or secondary display 116 may have 
a 16:9 aspect ratio or other aspect ratio (e.g., 4:3). The pri- 45 
mary display 114 and/or secondary display 116 may also each 
have different resolutions, different color schemes, and dif 
ferent aspect ratios. 
As with the free standing gaming machine 10, a player 

begins play of the base wagering game on the handheld gam- 50 
ing machine 110 by making a wager (e.g., via the value input 
device 18 or an assignment of credits stored on the handheld 
gaming machine via the touch screen keys 130, player input 
device 124, or buttons 126) on the handheld gaming machine 
110. In at least some aspects, the base game may comprise a 55 
plurality of symbols arranged in an array, and includes at least 
one payline 132 that indicates one or more outcomes of the 
base game. Such outcomes are randomly selected in response 
to the wagering input by the player. At least one of the plu 
rality of randomly selected outcomes may be a start-bonus 60 
outcome, which can include any variations of symbols or 
symbol combinations triggering a bonus game. 

In some embodiments, the player-accessible value input 
device 118 of the handheld gaming machine 110 may double 
as a player information reader 152 that allows for identifica- 65 
tion of a player by reading a card with information indicating 
the player's identity (e.g., reading a player's credit card, 

8 
player ID card, Smart card, etc.). The player information 
reader 152 may alternatively or also comprise a bar code 
scanner, RFID transceiver or computer readable storage 
medium interface. In one presently preferred aspect, the 
player information reader 152, shown by way of example in 
FIG. 1B, comprises a biometric sensing device. 

Turning now to FIG. 2, the various components of the 
gaming machine 10 are controlled by a central processing unit 
(CPU)34, also referred to herein as a controller or processor 
(such as a microcontroller or microprocessor). To provide 
gaming functions, the controller 34 executes one or more 
game programs stored in a computer readable storage 
medium, in the form of memory 36. The controller 34 per 
forms the random selection (using a random number genera 
tor (RNG)) of an outcome from the plurality of possible 
outcomes of the wagering game. Alternatively, the random 
event may be determined at a remote controller. The remote 
controller may use either an RNG or pooling scheme for its 
central determination of a game outcome. It should be appre 
ciated that the controller 34 may include one or more micro 
processors, including but not limited to a master processor, a 
slave processor, and a secondary or parallel processor. 
The controller 34 is also coupled to the system memory 36 

and a money/credit detector 38. The system memory 36 may 
comprise a volatile memory (e.g., a random-access memory 
(RAM)) and a non-volatile memory (e.g., an EEPROM). The 
system memory 36 may include multiple RAM and multiple 
program memories. The money/credit detector 38 signals the 
processor that money and/or credits have been input via the 
value input device 18. Preferably, these components are 
located within the housing 12 of the gaming machine 10. 
However, as explained above, these components may be 
located outboard of the housing 12 and connected to the 
remainder of the components of the gaming machine 10 via a 
variety of different wired or wireless connection methods. 
As seen in FIG. 2, the controller34 is also connected to, and 

controls, the primary display 14, the player input device 24, 
and a payoff mechanism 4.0. The payoff mechanism 40 is 
operable in response to instructions from the controller 34 to 
award a payoff to the player in response to certain winning 
outcomes that might occur in the base game or the bonus 
game(s). The payoff may be provided in the form of points, 
bills, tickets, coupons, cards, etc. For example, in FIG. 1A, 
the payoff mechanism 40 includes both a ticket printer 42 and 
a coin outlet 44. However, any of a variety of payoff mecha 
nisms 40 well known in the art may be implemented, includ 
ing cards, coins, tickets, Smartcards, cash, etc. The payoff 
amounts distributed by the payoff mechanism 40 are deter 
mined by one or more pay tables Stored in the system memory 
36. 

Communications between the controller 34 and both the 
peripheral components of the gaming machine 10 and exter 
nal systems 50 occur through input/output (I/O) circuits 46, 
48. More specifically, the controller 34 controls and receives 
inputs from the peripheral components of the gaming 
machine 10 through the input/output circuits 46. Further, the 
controller 34 communicates with the external systems 50 via 
the I/O circuits 48 and a communication path (e.g., serial, 
parallel, IR, RC, 10bT, etc.). The external systems 50 may 
include a gaming network, other gaming machines, a gaming 
server, communications hardware, or a variety of other inter 
faced systems or components. Although the I/O circuits 46. 
48 may be shown as a single block, it should be appreciated 
that each of the I/O circuits 46, 48 may include a number of 
different types of I/O circuits. 

Controller 34, as used herein, comprises any combination 
of hardware, software, and/or firmware that may be disposed 
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or resident inside and/or outside of the gaming machine 10 
that may communicate with and/or control the transfer of data 
between the gaming machine 10 and abus, another computer, 
processor, or device and/or a service and/or a network. The 
controller 34 may comprise one or more controllers or pro 
cessors. In FIG. 2, the controller 34 in the gaming machine 10 
is depicted as comprising a CPU, but the controller 34 may 
alternatively comprise a CPU in combination with other com 
ponents, such as the I/O circuits 46, 48 and the system 
memory 36. The controller 34 may reside partially or entirely 
inside or outside of the machine 10. The control system for a 
handheld gaming machine 110 may be similar to the control 
system for the free standing gaming machine 10 except that 
the functionality of the respective on-board controllers may 
vary. 
The gaming machines 10, 110 may communicate with 

external systems 50 (in a wired or wireless manner) such that 
each machine operates as a “thin client having relatively less 
functionality, a “thick client, having relatively more func 
tionality, or through any range of functionality therebetween. 
As a generally “thin client, the gaming machine may operate 
primarily as a display device to display the results of gaming 
outcomes processed externally, for example, on a server as 
part of the external systems 50. In this “thin client configu 
ration, the server executes game code and determines game 
outcomes (e.g., with a random number generator), while the 
controller 34 on board the gaming machine processes display 
information to be displayed on the display(s) of the machine. 
In an alternative “thicker client configuration, the server 
determines game outcomes, while the controller 34 on board 
the gaming machine executes game code and processes dis 
play information to be displayed on the display(s) of the 
machines. In yet another alternative “thick client configura 
tion, the controller 34 on board the gaming machine 110 
executes game code, determines game outcomes, and pro 
cesses display information to be displayed on the display(s) 
of the machine. Numerous alternative configurations are pos 
sible such that the aforementioned and other functions may be 
performed onboard or external to the gaming machine as may 
be necessary for particular applications. It should be under 
stood that the gaming machines 10, 110 may take on a wide 
variety of forms such as a free standing machine, a portable or 
handheld device primarily used for gaming, a mobile tele 
communications device Such as a mobile telephone or per 
Sonal digital assistant (PDA), a counter top or bar top gaming 
machine, or other personal electronic device Such as a por 
table television, MP3 player, entertainment device, etc. 
As alluded to above, in addition to being free standing, 

multiple gaming machines 10, 110 may also be connected 
together as part of a network. Such an arrangement is illus 
trated in FIG. 3, where a network 54 connects a plurality of 
gaming machines 10a, 10b, 10c. 10d, and 10e to each other 
and to a network controller 56. The network 54 may be a local 
area network (LAN), which may in turn be connected to a 
wide area network (WAN). The network 54 may also be a 
private network (intranet) that is in turn connected to a public 
network (the Internet). Such networks are well known to 
those having ordinary skill in the art and will not be described 
in detail here. Connection to the network 54 may be accom 
plished via any Suitable network connection, such as an Eth 
ernet or TCP/IP connection. Although only five gaming 
machines 10a-e are shown here, those having ordinary skill in 
the art will recognize that fewer or more gaming machines 
may be connected to the network 54 without departing from 
the scope of the invention. 

The gaming machines 10a-e are similar to the gaming 
machine 10, 110 of FIGS. 1A-1B in that they have many of 
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10 
the same wagering game features and functionality. For 
example, the gaming machines 10a-e allow players to play a 
base wagering game and a bonus wagering game. Also, each 
gaming machine 10a-e may be configured to play a different 
base and/or bonus wagering game, or they all may be config 
ured to play the same base and/or bonus wagering game. 
Furthermore, the gaming machines 10a-e may share a com 
montheme. Such as a Monopolygame theme, or each gaming 
machine 10a-e may have its own theme that is different from 
the other gaming machines 10a-e. 

In Some embodiments, one or more features or functions of 
the gaming machines 10a-e may reside on the network con 
troller 56 instead of, or in addition to, the individual gaming 
machines 10a-e. Computer-readable media (e.g., magnetic, 
optical, or other data storage devices, not expressly shown) 
communicatively coupled to network controller 56 may be 
used to store computer-readable instructions for performing 
various operations associated with the base and bonus wager 
ing games. The network controller 56 may then conduct the 
base and/or bonus games (orportions thereof) for each of the 
gaming machines 10a-e connected to the network 54, includ 
ing providing the input data and information needed to oper 
ate the base and/or bonus games. 
The network controller 56 may also operate one or more 

“progressives' concurrently with the base game and/or bonus 
games. As explained above. Such progressives are usually 
funded by appropriating a percentage of the coin-in from 
participating gaming machines 10a-e. In a typical arrange 
ment, merely playing a base game and/or bonus game on a 
participating gaming machine 10a-e automatically qualifies a 
player for the progressive available on that gaming machine 
10a-e (i.e., nothing further is needed). Then, upon occurrence 
of one or more predetermined progressive-winning outcomes 
in the base game and/or bonus game, the player is awarded the 
progressive jackpot in addition to any regular prize or award 
resulting from the base game and/or bonus game. 

Other aspects of progressives may include implementation 
on multiple levels. For example, a progressive may be imple 
mented on a gaming machine level in which each gaming 
machine 10a-e has its own progressive, a casino level in 
which gaming machines 10a-e across a casino may partici 
pate, and a wide-area progressive in which gaming machines 
10a-e across multiple casinos may participate. The particular 
progressive operated by the network controller illustrated in 
FIG. 3 is a casino level progressive in which signage 58, 
controlled by the network controller 56, continuously dis 
plays the progressive jackpot amount 60, preferably at a cen 
tralized location where players in the casino may easily see 
the jackpot amount. It is also possible for a single gaming 
machine to participate in all three types of progressives, or 
Some intermediate combination thereof. 

Because of the popularity of progressives in the gaming 
industry, there is a continuing need to develop gaming 
machines with new types of progressives as well as ones with 
enhanced progressive features to satisfy the demands of play 
ers and operators. Embodiments of the invention address this 
need as well as other needs by enhancing or otherwise cus 
tomizing various aspects of the progressives over existing 
implementations to Suit a particular application, including 
changing or adding the ways and requirements for becoming 
eligible for and winning the progressive jackpot, in order to 
increase player excitement and anticipation. 

For example, in one embodiment of the invention, in addi 
tion to a displayed jackpot amount 60, the network controller 
56 may also control a hidden amount 62 that is not visible to 
the player. In Such an embodiment, the hidden amount 62 may 
represent the true or actual progressive jackpot and the dis 
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played jackpot amount 60 may represent a lesser amount for 
the progressive jackpot. Thus, the displayed jackpot amount 
60 lags behind the hidden amount 62 to a certain extent, 
depending on the selected amount of lagging. The lag may be 
a monetary lag (e.g., a certain percentage of the true progres 
sive jackpot) or it may be a temporal lag (e.g., a certain time 
delay). Then, when a player wins the progressive, he/she is 
awarded the hidden amount 62 instead of the displayed jack 
potamount 60, thereby giving the player an unexpected mon 
etary boost that adds to his/her excitement and enjoyment. 

In an alternative embodiment, the displayed jackpot 
amount 60 may be the one that represents the true or actual 
progressive jackpotamount, while the hidden amount 62 may 
be a separately funded creditamount set aside as an additional 
(and unexpected) monetary boost for winners of the progres 
sive jackpot. Such a hidden amount 62 may be funded, for 
example, from a portion of the percentage of coin-in typically 
reserved for the progressive jackpot from each wager. Other 
ways of funding the hidden amount 62 may also be used by 
those having ordinary skill in the art without departing from 
the scope of the invention. 

In either of the above embodiments, the hidden amount 62 
may be awarded each time the progressive jackpot is won, or 
it may be awarded according to Some other regular, irregular, 
or random (i.e., mysterious) schedule. 

In another embodiment, as shown in FIG. 4, a graphical 
indicator 64 may be displayed on the signage 58 instead of a 
numerical value for the progressive jackpot. Such a graphical 
indicator may be composed of one or wedges in a pie chart, or 
one or more bars in a bar graph, and the like, that illustrate the 
progress of the progressive jackpot in real time. In the 
example shown here, a meter 64 may be used having seg 
ments X,Y, and Z that fill in or light up one by one (if multiple 
discrete segments) with a different color (e.g., red, blue, 
green, etc.) or a different shade or intensity of the same color 
to indicate the progress of the progressive jackpot. Each one 
of the segments X, Y, and Z may represent either a relative 
credit amount or a relative pendency interval for the progres 
sive jackpot, as opposed to absolute values for these measure 
ments. Thus, players are able to graphically see the progres 
sive jackpot advance, but must guess as to the credit amount 
or the pendency, thereby further adding to the excitement and 
anticipation of the players. In some embodiments, an expect 
value marker, such as “Strike' or the like, may be displayed 
on the graphical indicator 64 to indicate the point where the 
progressive jackpot is past its theoretical average in terms of 
either the credit amount or pendency. 

Although the graphical indicator 64 is shown as appearing 
on the signage 58, it is also possible to display the graphical 
indicator 64 on each individual gaming machine 10a-e 
instead or in addition to the signage 58. Furthermore, 
although the graphical indicator 64 is implemented in place of 
a numerical credit amount for the progressive jackpot, it is 
also possible to implement the graphical indicator 64 in con 
junction with the numerical credit amount so that players 
receive the benefit of both features. For example, one feature 
may be displayed on the signage 58 while the other may be 
displayed on the individual gaming machines 10a-e, or vice 
versa. Or both the graphical indicator 64 and the numerical 
credit amount may be displayed on the signage 58 and/or the 
individual gaming machines 10a-e. 

In some embodiments, instead of separate progressive 
jackpots at the LAN leveland at the WAN level, the LAN level 
progressives may be combined to provide a WAN level pro 
gressive. This is illustrated in FIG. 5, where each gaming 
machine 10a-e in the network 54 has its a LAN level progres 
sive jackpot 68a. 68b, 68c, 68d, and 68e. Players at the gam 
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12 
ing machines 10a-e may become eligible for and win the 
LAN level progressive jackpots 68a-e independently of any 
WAN level progressive jackpots. In accordance with embodi 
ments of the invention, the LAN level progressive jackpots 
68a-e may be combined to form a combination progressive 
jackpot 66 at the WAN level. Thus, the size of a combination 
progressive jackpot 66 depends on the credit amounts of the 
LAN level progressive jackpots 68a-e. Such a combination 
progressive jackpot 66 may be implemented as an award for 
a winning outcome, as a random feature so that it appears 
mysterious to the players, or it may be implemented on some 
regular or irregular basis. The combination may be also ini 
tiated by the network controller 56, or it may be initiated by 
the player (possibly after depositing additional credits). Play 
ers may then be awarded the combination progressive jackpot 
66 together with or independently of the LAN level progres 
sive jackpots 68a-e (i.e., a player may win both jackpots). 

In some embodiments, the combination progressive jack 
pot 66 may be awarded in place of the LAN level progressive 
jackpots 68a-e. To this end, the wagering game outcomes that 
cause the players to become eligible for and/or win the LAN 
level progressive jackpots 68a-e may also be used for the 
combination progressive jackpot 66, or a different set of 
eligibility and/or winning outcomes may be used for the 
combination progressive jackpot 66. Where the combination 
progressive jackpot 66 is awarded together with the LAN 
level progressive jackpots 68a-e, the same set of eligibility 
and/or winning outcomes may be used for both jackpots. 
Where the combination progressive jackpot 66 is awarded 
independently of the LAN level progressive jackpot 68a-e, a 
different set of eligibility and/or winning outcomes may be 
used. It is also possible to combine a plurality of gaming 
machine level (i.e., standalone) progressive jackpots into a 
LAN level progressive jackpot instead of (or in addition to) 
combining the LAN level progressive jackpots into a WAN 
level progressive jackpot. 

FIG. 6 illustrates an alternative embodiment where a WAN 
level progressive jackpot 70 may be apportioned among mul 
tiple LAN level progressive jackpots 72a, 72b, 72c, 72d, and 
72e. These LAN level progressive jackpots 72a-e may be 
awarded in place of the WAN level progressive jackpot 70, or 
they may be awarded in addition to the WAN level progressive 
jackpot 70 (either together therewith or independently 
thereof). The portion of the WAN level progressive jackpot 70 
apportioned to each gaming machine 10a-e may depend, for 
example, on the amount of coin-in contributed by that gaming 
machine 10a-e to the WAN level progressive jackpot 70. As 
before, the wagering game outcomes used for the WAN level 
progressive jackpot 70 and the LAN level progressive jack 
pots 72a-e may be the same, or they may be different. Also, 
the feature may be implemented as an award for a winning 
outcome, a random feature (i.e., a mystery feature), or it may 
be implemented on some regular or irregular basis. And simi 
larly to the previous embodiment, it is also possible to appor 
tion a LAN level progressive jackpot into a plurality of gam 
ing machine level (i.e., standalone) progressive jackpots 
instead of (or in addition to) apportioning the WAN level 
progressive jackpot into a plurality of LAN level progressive 
jackpots. 

In addition to providing multiple ways of implementing the 
progressive jackpot, embodiments of the invention also pro 
vide multiple ways of winning the progressive jackpot. For 
example, instead of the traditional all-or-nothing approach, a 
portion of the progressive jackpot may be awarded if there is 
a partial match between an outcome in the base game and/or 
bonus game and the one or more progressive-winning out 
comes. This arrangement is depicted in FIG. 7, where a 
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wagering game is displayed on the primary display 14 of one 
of the gaming machines 10a-e. The particular wagering game 
shown here, which may be a base game or a bonus game, is a 
multi-line, five-reel video slot machine game. Each reel 74a, 
74b, 74c, 74d. and 74e includes a plurality of symbols, one of 
which is shown at 76. A plurality of paylines, one of which is 
indicated at 78, identifies the possible symbol combinations 
for winning the base game or the bonus game. Only three 
symbols 76 are visible at any given time on each reel 74a-e, 
resulting in a three-by-five array of symbols. Of course, other 
types of wagering games (e.g., poker, blackjack, keno, etc.) 
may also be used without departing from the scope of the 
invention. 

In the particular wagering game of FIG. 7, the same symbol 
must align on any given payline in order for the outcome to 
constitute a progressive-winning outcome. However, in 
accordance with embodiments of invention, a portion of the 
progressive jackpot may be awarded if there is a near-match 
between the base game and/or bonus game outcome and the 
progressive-winning outcome, with the degree of nearness or 
partialness or completeness of the near-match being defined 
as needed by the casino operator. Such a near-match feature 
may be a regularly occurring feature or it may be randomly 
triggered event. In one implementation, three or more of the 
same symbols in a row may constitute a near-match outcome, 
with more of the same symbols in a row resulting in a larger 
portion of the progressive jackpot. In the example of FIG. 7, 
three of the Mr. Monopoly symbols 80 have lined up on a 
payline, which is normally not a progressive-winning out 
come. However, in accordance with embodiments of the 
invention, the three Mr. Monopoly symbols 80 is a near 
match outcome that results a portion of the progressive jack 
pot being awarded to the player. Other near-match combina 
tions are possible, including three or more of the same 
symbols anywhere on the payline (i.e., not necessarily in a 
row). Where multiple progressives are in play (e.g., a matrix 
progressive, discussed later herein), it is also possible for the 
completeness of the near-match to determine a Subset of the 
progressives won out of a total number of available progres 
sives (e.g., three out of nine progressives, etc.). 
The portion of the progressive jackpot awarded for a near 

match may be defined as needed by the casino operator. For 
example, the portion of the progressive jackpot awarded may 
correspond to the percentage of symbols matched (e.g., 60% 
awarded for three out of five symbols matched, 80% awarded 
for four out of five symbols matched, etc.). In other imple 
mentations, the progressive jackpot may be apportioned 
ahead of time into a number of mini progressive jackpots of 
varying sizes. One of the mini progressive jackpots may then 
be awarded when one of the near-match outcomes is 
achieved. Preferably, the size of the particular mini progres 
sive jackpot awarded corresponds to the degree of complete 
ness of the near-match, but it is certainly possible for there to 
be no correlation (i.e., the mini progressive jackpots are ran 
domly awarded). 

Sometimes, a player is unable to achieve even a near 
match, much less any kind of winning outcome. While non 
winning outcomes are to be expected in any wagering game, 
it is unusual for the lack of winning to continue for an 
extended period of time. Indeed, certain wagering games are 
designed so that the probability of achieving a non-winning 
outcome is statistically very low. For example, in a free-spins 
game, it is very unlikely for a player to complete all the free 
spins without one of the spins resulting in a credit award. 
Similarly, in a player-selection game, it is unusual for a player 
to select a game-termination symbol with the very first pick in 
the game. These types of low probability lack of achievement 
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outcomes are commonly referred to as “bad beatjackpots. A 
player who manages to achieve Suchabad beatjackpot has, in 
essence, overcome the same or similar probability hurdles as 
a player who achieves a winning outcome. Accordingly, in 
Some embodiments of the invention, these players may be 
rewarded for their lack of achievement. 
An example of a lack of achievementina wagering game is 

illustrated in FIG. 8, where a player-selection game is dis 
played on the primary display 14. In this wagering game, 
participating players are presented with an array of picks in 
the form of presents 82 or similar items from which they may 
select. When selected, each present 82 reveals either a prize 
(e.g., a credit amount), or a game-termination symbol 84. The 
number of picks 82 that are credit amounts versus those that 
are game-termination symbols 84 may vary from session to 
session, but in general, there are more credit amounts than 
there are game-termination symbols 84. Therefore, the prob 
ability that the player will select a game-termination symbol 
84 before selecting a credit amount is statistically low. Thus, 
when the player does manage to achieve Such a result, he/she 
is awarded the progressive jackpot. 

Other low probability lack of achievements that may be 
rewarded include, for example, selecting a keno card with 
Zero matching numbers, obtaining a straight flush only to be 
immediately trumped by a royal flush, and so forth. Prefer 
ably, the probability associated with the non-winning out 
come or series of non-winning outcomes is lower than the 
probability of at least one winning outcome. In addition, the 
reward for the lack of achievement is not prominently pro 
moted or advertised to prevent players from playing for the 
result (although it may certainly be touted in some cases as a 
feature of the gaming machine). To this end, the feature may 
be activated randomly so that it appears mysterious to the 
players, or it may be activated on Some regular or irregular 
basis. 
To win the progressive jackpot, the player must first be 

eligible for the progressive jackpot. Accordingly, Some of the 
ways of winning a progressive jackpot discussed above may 
also (or instead) be used to gain eligibility for the progressive 

40 jackpot. The lack of achievement feature is one example that 
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may be used to qualify the player for the progressive jackpot. 
Once eligible, the player must additionally achieve a progres 
sive-winning outcome in order to win the progressive jackpot. 
In general, embodiments of the invention may use the same 
winning outcomes in a base game, bonus game, and/or pro 
gressive to trigger progressive eligibility. Alternatively, the 
outcomes that trigger progressive jackpot eligibility may be 
entirely different from those that constitute a progressive 
winning outcome. 
Once eligibility is obtained, the duration of the progressive 

eligibility may vary according to the particular gaming appli 
cation. For example, in some embodiments, the eligibility 
may last indefinitely (i.e., until the player wins the progres 
sive jackpot), for a predetermined period of time, or it may 
only last a single wagering game session or a predetermined 
number of wagering game sessions. In other embodiments, 
the progressive eligibility may last until a predetermined eli 
gibility-termination event, outcome, or game symbol is 
achieved, which may be the same as that used to obtain 
progressive eligibility to begin with, or it may be a different 
event, outcome, or game symbol. Following are a few exem 
plary implementations of ways to become eligible for a pro 
gressive jackpot according to embodiments of invention. 

Referring to FIG. 9, in some embodiments, players may 
become eligible for a progressive jackpot by obtaining a 
designated game symbol during a wagering game. The par 
ticular wagering game shown here, which may be a base game 
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or a bonus game, is a multi-line, five-reel video slot machine 
game. As can be seen, each reel 86a, 86b, 86c. 86d. and 86e 
includes a plurality of reel symbols, one of which is shown at 
88. In accordance with embodiments of invention, one of the 
reel symbols, for example, the "Quackers' symbol, is desig 
nated beforehand as the progressive-eligibility symbol 90. In 
Some embodiments, the designated symbol may continue to 
form part of the various winning and non-winning outcomes 
of the wagering game. The designation may be made by the 
wagering game (i.e., by default), or it may be made by the 
player (possibly upon payment of a fee), or both types of 
designations may occur over the course of several wagering 
game sessions. The designations may be renewed with each 
session of the wagering game, or they may be retained on a 
more extended basis (e.g., daily, weekly, monthly, etc.). 
Regardless, when the progressive-eligibility symbol 90 
appears anywhere on the reels 86a-e, the player becomes 
eligible for the progressive jackpot. 

In Some embodiments, the wagering game and/or the 
player may also designate a particular location for the pro 
gressive-eligibility symbol 90. For example, the progressive 
eligibility symbol 90 may be required to appear on one or 
more particular reels 86a-e in order for the player to become 
eligible for the progressive jackpot. Alternatively, the pro 
gressive-eligibility symbol 90 may be required to appear in 
one or more particular reel positions (e.g., top position, 
middle position, bottom position). It is also possible to 
require the progressive-eligibility symbol 90 to appear in a 
certain pattern on the reels 86a-e, such as a cross pattern, an 
“X” pattern, at all four corners, and the like, in order for the 
player to gain eligibility for the progressive jackpot. 

In some embodiments, instead of a single type of progres 
sive-eligibility symbol 90, the wagering game may require 
the player to collect several types of progressive-eligibility 
symbols to become eligible for the progressive jackpot. These 
progressive-eligibility symbols may be collected in the same 
wagering game session, or they may be collected and retained 
over multiple wagering game sessions. An exemplary imple 
mentation of these embodiments is illustrated in FIG. 10, 
which shows multiple progressive-eligibility symbols being 
collected. As in previous embodiments, the wagering game 
shown here is a multi-line, five-reel video slot machine game, 
with each reel 92a,92b,92c,92d, and 92e having a plurality 
ofreel symbols 94. In accordance with this embodiment, a set 
96 of reel symbols has been designated ahead of time as 
progressive-eligibility symbols 98. The designation may be 
made by the wagering game, or it may be made by the player 
(possibly for a fee), or both scenarios may occur over the 
course of several wagering game sessions. The player must 
then collect every progressive-eligibility symbol 98 in the set 
96 of reel symbols to be eligible for the progressive jackpot. 

In one implementation, the player's collection is credited 
with a designated progressive-eligibility symbol 98 whenever 
that symbol appears anywhere on the reels 92a-e. In other 
implementations, however, the progressive-eligibility sym 
bol 98 may be required to appear on one or more particular 
reels 92a-e in order for the player to be credited with that 
symbol. Alternatively, no particular reel92a-e is required, but 
the progressive-eligibility symbol 98 may be required to 
appear in one or more particular reel positions (e.g., top 
position, middle position, bottom position). It is also possible 
to require the progressive-eligibility symbols 98 to appear 
both on a particular reel 92a-e and in a particular position, or 
to appearina certain pattern. In any event, once the player has 
collected all the progressive-eligibility symbols 98 in the set 
96, he/she becomes eligible for the progressive jackpot. 
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16 
In some embodiments, instead of a particular reel location 

or reel position, a secondary indicia may be used to determine 
progressive jackpot eligibility. An exemplary implementation 
of this embodiment is illustrated in FIG. 11, where a multi 
line, five-reel video slot machine game is again shown, with 
each reel 100a, 100b, 100c, 100d, and 100e having a plurality 
of reel symbols 102. A plurality of paylines 104 identifies the 
possible alignment of symbols that result in a winning out 
come. In accordance with embodiments of the invention, a 
secondary indicia 106 may be randomly placed on or other 
wise associated with one or more reel symbols 102. When the 
secondary indicia 106 appears on one of the specific reel 
symbols 102 (or several reel symbols 102) that has been 
designated as a progressive-eligibility symbol (see FIGS. 9 
and 10), the player becomes eligible for the progressive jack 
pot. The secondary indicia 106 in this example are a pair of 
wings (as in the wings of Pegasus), but any suitable indicia 
may be used as the secondary indicia (e.g., dice, tokens, 
playing cards, etc.) without departing from the scope of the 
invention. 

In some embodiments, the secondary indicia 106 may also 
be used to play one or more secondary games, successful 
completion of which qualifies the player to participate in the 
progressive jackpot. The secondary games may be played 
simultaneously with the base game, preferably in the back 
ground or otherwise as an integrated component of the base 
game. An example of such a simultaneous secondary game is 
a Bingo game in which the secondary indicia 106 include one 
or more Bingo numbers. At the same time the player is play 
ing the base game, he/she is also filling in a Bingo card (not 
expressly shown) using the Bingo numbers in the secondary 
indicia 106. When the player achieves a “Bingo,” he/she 
becomes eligible for a progressive jackpot. Alternatively, the 
secondary game may be played in conjunction with, but sepa 
rately from, the base game. For these embodiments, the sec 
ondary game may be similar to typical bonus games known to 
those having ordinary skill in the art and will therefore not be 
described here. 

In some embodiments, instead of winning the progressive 
eligibility, players may purchase the progressive eligibility by 
depositing an additional credit amount. The player may pur 
chase the progressive eligibility directly, or they may pur 
chase an opportunity to become eligible for the progressive, 
for example, by placing a side bet. An example of the latter 
case is illustrated in FIG. 12, where a three-reel slot machine 
wagering game is shown, each reel 154a, 154b, and 154c 
having a plurality of reel symbols 156. A payline indicator 
158 identifies the payline, and a progressive eligibility indi 
cator 160 textually and/or graphically announces when pro 
gressive eligibility is achieved. 

Progressive eligibility is achieved when the reels 154a-c 
form the word “POWERBALL across the payline. In the 
example shown, the “PO reel symbol 156 on the first reel 
154a does not quite line up on the payline (indicated by the 
payline indicator 158), resulting in the player just missing the 
progressive eligibility. In accordance with embodiments of 
the invention, however, the player may try and win the pro 
gressive eligibility via a side bet by depositing an additional 
creditamount. In this particular embodiment, the side bet is in 
the form of a "nudge' that may be used to move the “PO' reel 
symbol 156 onto the payline. In general, the side bet may 
assume any Suitable form known to those having ordinary 
skill in the art. After depositing the additional credit amount, 
the player is allowed to perform the nudge, for example, by 
pressing a nudge button 160. If the nudge is successful and the 
reel “PO' symbol 156 settles onto the payline (i.e., the player 
wins the side bet), he/she becomes eligible for the progressive 
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jackpot. The progressive eligibility indicator 160 thereafter 
lights ups or otherwise announces the progressive eligibility 
accordingly. 

In some embodiments, instead of (or in addition to) the 
progressive eligibility indicator 160, progressive eligibility 
may also be manifested by displaying a progressive pay table 
on the primary display 14. An example of this embodiment is 
illustrated in FIGS. 13 A-13C, where both a standard pay table 
and a progressive pay table are shown by way of comparison 
for a wagering game called "Pirate's Island. As can be seen 
in FIG. 13A, a standard pay table 164 lists several winning 
symbol combinations 166 along with the payout amounts 168 
therefor. When a player achieves one of the winning symbol 
combinations 166, he/she is awarded the payout 168 corre 
sponding to the winning symbol combination 166. 
When the player becomes eligible for a progressive jack 

pot, the standard pay table 164 is converted into the progres 
sive pay table 170. If the player subsequently achieves a 
winning outcome in the wagering game during the eligibility 
period, he/she is awarded one of the awards from the progres 
sive pay table 170. The progressive pay table 170, like the 
standard pay table 164, lists several winning symbol combi 
nations 172 along with the progressive jackpots 174 accruing 
therefor. In the particular embodiment shown, the winning 
symbol combinations 172 represent various tiers of progres 
sive jackpots that may be won, with each tier being a multiple 
(e.g., 2x, 3x, 4x, etc.) of the other tiers in some cases. These 
winning symbol combinations 172 may be the same as the 
winning symbol combinations 166 in the standard pay table 
164, or they may be different. In any event, when a player 
achieves one of the winning symbol combinations 172 during 
the eligibility period, he/she is awarded one of the progressive 
jackpots 174 corresponding to that winning symbol combi 
nation 172. In some embodiments, the progressive pay table 
awards may be awarded in addition to, or instead, of the 
standard pay table awards. 

Furthermore, instead of monetary progressive jackpots 
174, in Some embodiments, the various progressive jackpots 
may be awarded using non-monetary awards. FIG. 13C illus 
trates this embodiment of the invention. As can be seen, 
instead of credit amounts, the progressive pay table 176 here 
lists non-monetary awards 178 for each winning symbol com 
bination 180. Examples of such non-monetary awards may 
include player's club points, credit multipliers, extra picks in 
a player-selection game, additional spins in a free-spins 
game, and the like. The non-monetary awards may be fixed 
amounts, or they may be allowed to continually accrue in 
much the same way that monetary awards accrue. The player 
may then redeem these non-monetary awards in a manner 
known to those having ordinary skill in the art upon occur 
rence of a winning symbol combination. The non-monetary 
awards may be awarded in addition to or instead of the stan 
dard pay table awards 
The progressive pay tables 170 and 176 are typically dis 

played after the player obtains his/her progressive eligibility, 
regardless of whether he/she obtained it by a winning out 
come, a side bet, or some other means. However, where the 
player may directly purchase eligibility for one of the tiers of 
progressive jackpots represented by the winning symbol 
combinations 172, the progressive pay table 170 may be 
displayed before the player actually purchases his/her pro 
gressive eligibility in order to aid the player's selection. 
Where the various tiers of progressive jackpots are multiples 
of each other, when the player purchases one of the tiers, 
he/she is essentially purchasing a multiplier for the progres 
sive jackpots. 
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In some embodiments, instead of purchasing eligibility for 

a single progressive jackpot, the player may select multiple 
available progressive jackpots. For example, in a matrix type 
progressive, a player may choose one progressive from an 
array of progressives that are available. An example of a 3x3 
matrix progressive is illustrated in TABLE 1 below, with the 
progressive identified by a number-color combination. More 
information regarding matrix progressives may be found, for 
example, in published international application No. 
WOO6014990A2. In accordance with embodiments of the 
invention, instead of a single progressive jackpot, the player 
may select an entire row, an entire column, or an entire diago 
nal of progressive jackpots. For example, the player may 
purchase eligibility for all the “blue” progressive jackpots, or 
all the progressive jackpots in the 'A' column, and so forth. 
The player may also choose multiple individual progressives 
(i.e., without choosing an entire, row column, or diagonal). 

TABLE 1 

A. B C 

Red Progressive 1 Progressive 2 Progressive 3 
Blue Progressive 4 Progressive 5 Progressive 6 
Green Progressive 7 Progressive 8 Progressive 9 

In addition to the progressive eligibility and winning 
aspects discussed above, embodiments of the invention also 
provide operational enhancements for the progressive jack 
pots. For example, in a typical progressive, the progressive 
jackpotis immediately reset each time the progressive is won. 
However, in accordance with embodiments of the invention, 
the reset is delayed and the jackpot continues to build until a 
predetermined progressive resetting event occurs or other 
criteria met. The predetermined progressive resetting event 
may include, for example, awarding a minimum number of 
progressive jackpots (e.g., three jackpots) since the last reset, 
delaying a minimum length of time (e.g., one week) since the 
last reset, exceeding a minimum individual jackpot amount 
(e.g., S5,000) since the last reset, or exceeding a maximum 
sum total awarded (e.g., S10,000) for all jackpots since the 
last reset. Until the predetermined progressive resetting event 
occurs or other criteria met, the progressive jackpot is not 
reset immediately after a progressive-won, but is instead 
allowed to continue building. 

In addition, instead of resetting the progressive jackpot to 
the same predetermined reset amount, the amount to which 
the progressive jackpot is reset may be variable. Such an 
arrangement helps optimize the initial size of the jackpot 
according to the current level of wagering activity, thereby 
improving player excitement and anticipation. In one exem 
plary implementation, the reset amount may be varied by 
reserving a portion of the coin-in used to fund the current 
progressive jackpot (typically 1% of the wager amount), then 
using the reserved portion to vary the reset value of the next 
progressive jackpot. Furthermore, the variations in the fund 
ing percentage may be calculated to optimize the rate at which 
the jackpot grows, thereby further improving player excite 
ment and anticipation. Both of these variations may be based 
on a number of factors, including the level of wagering activ 
ity (e.g., peak, off-peak), the time of day (e.g., morning, 
evening), the season of the year (e.g., holiday, non-holiday), 
and so forth. TABLE 2 below summarizes one specific imple 
mentation of the variations in the reset amount and the fund 
ing percentage for a sequence composed of three consecutive 
progressive jackpots. 
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TABLE 2 

Session Reset Amount % Coin-in to Meter 96 Coin-in Reserved 

1 $1,000 O.S90 O.S9/o 
2 S1,500 0.75% O.25% 
3 $1,200 O.6% O.4% 

As can be seen in the above table, the first progressive 
jackpot has a reset amount of S1,000. During this session, 
only 0.5% of the coin-in is used to fund the progressive 
(instead of the usual 1.0%) while another 0.5% is held in 
reserve. This causes the progressive jackpot to grow at a 
different rate than if the full 1.0% of coin-in had been used. 
Upon occurrence of a reset event (e.g., a player wins the 
progressive jackpot), the progressive jackpot is reset to 
S1,500 instead of S1,000, with the difference made up using 
the amount of coin-in held in reserve. During the second 
progressive, only 0.75% of the coin-in is used to fund the 
progressive while another 0.25% is held in reserve. Because 
the amount held in reserve is Smaller (although not Zero), the 
reset amount for the next progressive resetamount is reduced 
to S1,200. In some embodiments, the variations in the amount 
of coin-in used to fund progressive jackpot and that used to 
vary the reset amount is selected automatically by the wager 
ing game. In other embodiments, player customization of the 
progressive jackpot is possible by allowing the player to 
select the reset amount and/or the funding percentage, possi 
bly upon payment of an appropriate fee. 

While the present invention has been described with refer 
ence to one or more particular embodiments, those skilled in 
the art will recognize that many changes may be made thereto 
without departing from the scope of the invention. For 
example, some of the ways of winning a progressive jackpot 
discussed above may instead be used to gain eligibility for a 
progressive jackpot, and Vice versa. Accordingly, each of the 
foregoing embodiments and obvious variations thereof is 
contemplated as falling within the scope of the claimed inven 
tion, as is stage forth in the following claims. 

The invention claimed is: 
1. A gaming System, comprising: 
a first gaming machine including 

a first wager input device for receiving a first wager input 
from a first player for playing a first wagering game, 
and 

at least one first display operable to display a first out 
come of said first wagering game and a first standard 
pay table therefor, said first outcome being randomly 
selected from a first plurality of outcomes, said first 
plurality of outcomes including at least one first pro 
gressive-eligibility outcome for a progressive jack 
pot, said progressive jackpot being associated with 
said first wagering game, said first progressive-eligi 
bility outcome allowing said first player to be eligible 
for potentially winning said progressive jackpot; and 

a second gaming machine including 
a second wager input device for receiving a second 
wager input from a second player for playing a second 
wagering game; and 

at least one second display operable to display a second 
outcome of said second wagering game and a second 
standard pay table therefor, said second outcome 
being randomly selected from a second plurality of 
outcomes, said second plurality of outcomes includ 
ing at least one second progressive-eligibility out 
come for said progressive jackpot, said progressive 
jackpot also being associated with said second wager 
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ing game, said second progressive-eligibility out 
come allowing said second player to be eligible for 
potentially winning said progressive jackpot; and 

wherein, in response to said first outcome at said first 
gaming machine being said at least one first progressive 
eligibility outcome, and entirely independent of said 
playing of said second wagering game at said second 
gaming machine, said first standard pay table is con 
Verted to a first progressive pay table for said progressive 
jackpot at said first gaming machine but not at said 
second gaming machine, said first standard pay table and 
said first progressive pay table having at least one com 
mon winning symbol combination of one or more first 
winning symbol combinations; and 

wherein, in response to said second outcome at said second 
gaming machine being said at least one second progres 
sive-eligibility outcome, and entirely independent of 
said playing of said first wagering game at said first 
gaming machine, said second standard pay table is con 
Verted to a second progressive pay table for said progres 
sive jackpot at said second gaming machine but not at 
said first gaming machine, said second standard pay 
table and said second progressive pay table having at 
least one common winning symbol combination of one 
or more second winning symbol combinations. 

2. The gaming system according to claim 1, 
wherein said first progressive-eligibility outcome triggers 

a predetermined first eligibility period and said first 
player is awarded a first award from said first progressive 
pay table for at least one wagering game outcome 
achieved during said first eligibility period; and 

wherein said second progressive-eligibility outcome trig 
gers a predetermined second eligibility period and said 
second player is awarded a second award from said 
second progressive pay table for at least one wagering 
game outcome achieved during said second eligibility 
period. 

3. The gaming system according to claim 1, 
wherein said first progressive pay table and said first stan 

dard pay table use one or more different ones of said first 
winning symbol combinations; and 

wherein said second progressive pay table and said second 
standard pay table use one or more different ones of said 
second winning symbol combinations. 

4. The gaming system according to claim 1, 
wherein said first standard pay table and said first progres 

sive pay table have a plurality of common winning sym 
bol combinations of said first winning symbol combina 
tions; and 

wherein said second standard pay table and said second 
progressive pay table have a plurality of common win 
ning symbol combinations of said second winning sym 
bol combinations. 

5. The gaming system according to claim 1, wherein at 
least one of said first progressive pay table and said second 
progressive pay table includes several tiers of progressive 
jackpots, each tier being a multiple of an immediately pre 
ceding tier. 

6. The gaming system according to claim 1, wherein at 
least one of said first progressive pay table and said second 
progressive pay table includes non-monetary awards. 

7. The gaming system according to claim 6, wherein said 
non-monetary awards include one or more of the following: 
player's club points, credit multipliers, extra picks in a player 
selection game, and additional spins in a free-spins game. 
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8. The gaming system according to claim 1, 
wherein said first progressive-eligibility outcome includes 

a designated first game symbol, said first player becom 
ing eligible for said progressive jackpot upon appear 
ance of said first game symbol in said first wagering 
game; and 

wherein said second progressive-eligibility outcome 
includes a designated second game symbol, said second 
player becoming eligible for said progressive jackpot 
upon appearance of said second game symbol in said 
Second Wagering game. 

9. A gaming system comprising: 
wager input devices for receiving wager inputs from play 

ers for playing wagering games at respective ones of a 
plurality of linked gaming machines; 

displays operable to display outcomes of said wagering 
games and standard pay tables at respective ones of said 
gaming machines, said outcomes being randomly 
Selected from a plurality of outcomes, said plurality of 
outcomes including at least one progressive-eligibility 
outcome for a progressive jackpot, said progressive 
jackpot being associated with said wagering games, said 
progressive-eligibility outcome allowing a respective 
one of said players to be eligible for potentially winning 
said progressive jackpot; and 

wherein, in response to said outcome at one of said gaming 
machines being said at least one progressive-eligibility 
outcome, and entirely independent of said playing of 
wagering games at other ones of said gaming machines, 
a corresponding one of said standard pay tables at said 
one of said gaming machines is converted to a progres 
sive pay table for said progressive jackpot at said one of 
said gaming machines but not at other ones of said 
gaming machines, said one of said standard pay tables 
and said progressive pay table having at least one com 
mon winning symbol combination. 

10. The gaming system according to claim 9, wherein said 
at least one progressive-eligibility outcome triggers a prede 
termined eligibility period and a respective one of said play 
ers is awarded an award from said progressive pay table for at 
least one wagering game outcome achieved during said eli 
gibility period. 

11. The gaming system according to claim 9, wherein said 
progressive pay table and said one of said standard pay tables 
use one or more different winning symbol combinations. 

12. The gaming system according to claim 9, wherein said 
standard pay table and said progressive pay table have a 
plurality of common winning symbol combinations of said 
winning symbol combinations. 

13. The gaming system according to claim 9, wherein said 
progressive pay table includes several tiers of progressive 
jackpots, each tier being a multiple of an immediately pre 
ceding tier. 

14. The gaming system according to claim 9, wherein said 
progressive pay table includes non-monetary awards. 

15. The gaming system according to claim 14, wherein said 
non-monetary awards include one or more of the following: 
player's club points, credit multipliers, extra picks in a player 
selection game, and additional spins in a free-spins game. 

16. The gaming system according to claim 9, wherein said 
at least one progressive-eligibility outcome includes a desig 
nated game symbol, a respective one of said players becom 
ing eligible for said progressive jackpot upon appearance of 
said game symbol in respective one of said wagering games. 
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17. A method for conducting a wagering game on a plural 

ity of linked gaming machines, the method comprising: 
receiving, via a first wager input device of a first gaming 

machine, a first wager from a first player for playing a 
first Wagering game; 

displaying on a first display of said first gaming machine a 
first outcome of said first wagering game and a first 
standard pay table therefor; 

randomly selecting said first outcome from a first plurality 
of outcomes, said first plurality of outcomes including at 
least one first progressive-eligibility outcome for a pro 
gressive jackpot, said progressive jackpot being associ 
ated with said first wagering game, said first progressive 
eligibility outcome allowing said first player to be 
eligible for potentially winning said progressive jack 
pot; 

receiving, via a second wager input device of a second 
gaming machine, a second wager from a second player 
for playing a second Wagering game; 

displaying on a second display of said second gaming 
machine a second outcome of said second wagering 
game and a second standard pay table therefor; 

randomly selecting said second outcome from a second 
plurality of outcomes, said second plurality of outcomes 
including at least one second progressive-eligibility out 
come for said progressive jackpot, said progressive jack 
pot being associated with said second wagering game, 
said second progressive-eligibility outcome allowing 
said second player to be eligible for potentially winning 
said progressive jackpot; 

in response to said first outcome at said first gaming 
machine being said at least one first progressive-eligi 
bility outcome, and entirely independent of said playing 
of said second wagering game at said second gaming 
machine, converting said first standard pay table into a 
first progressive pay table for said progressive jackpot at 
said first gaming machine but not at said second gaming 
machine, said first standard pay table and said first pro 
gressive pay table having at least one common winning 
symbol combination of one or more first winning sym 
bol combinations; and 

in response to said second outcome at said second gaming 
machine being said at least one second progressive 
eligibility outcome, and entirely independent of said 
playing of said first wagering game at said first gaming 
machine, converting said second standard pay table into 
a second progressive pay table for said progressive jack 
pot at said second gaming machine but not at said first 
gaming machine, said second standard pay table and 
said second progressive pay table having at least one 
common winning symbol combination of one or more 
second winning symbol combinations. 

18. The method according to claim 17, further comprising 
triggering a predetermined first eligibility period in 

response to said first progressive-eligibility outcome; 
awarding said first player a first award from said first pro 

gressive pay table for at least one wagering game out 
come achieved during said first eligibility period; 

triggering a predetermined second eligibility period in 
response to said second progressive-eligibility outcome; 
and 

awarding said second player a second award from said 
second progressive pay table for at least one wagering 
game outcome achieved during said second eligibility 
period. 
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19. The method according to claim 17, further comprising 
displaying one or more different ones of said first winning 

symbol combinations for said first progressive pay table 
and said first standard pay table; and 

displaying one or more different ones of said second win 
ning symbol combinations for said second progressive 
pay table and said second standard pay table. 

20. The method according to claim 17, 
displaying for said first standard pay table and said first 

progressive pay table a plurality of common winning 
symbol combinations of said first winning symbol com 
binations; and 

displaying for said second standard pay table and said 
second progressive pay table a plurality of common 
winning symbol combinations of said second winning 
symbol combinations. 

21. The method according to claim 17, further comprising 
displaying several tiers of progressive jackpots for at least one 
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of said first progressive pay table and said second progressive 
pay table, each tier being a multiple of an immediately pre 
ceding tier. 

22. The method according to claim 17, further comprising 
displaying non-monetary awards for at least one of said first 
progressive pay table and said second progressive pay table. 

23. The method according to claim 22, wherein said non 
monetary awards include one or more of the following: play 
er's club points, credit multipliers, extra picks in a player 
selection game, and additional spins in a free-spins game. 

24. The method according to claim 17, further comprising: 
designating a first game symbol in said at least one first 

progressive-eligibility outcome; 
upon appearance of said first game symbol, making said 

first player eligible for said progressive jackpot; 
designating a second game symbol in said at least one 

second progressive-eligibility outcome; and 
upon appearance of said second game symbol, making said 

second player eligible for said progressive jackpot. 
k k k k k 


